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Gamification is gaining energy as an educational innovation to engage students in their 
learning process. Education can benefit from gamification by improving learning 
environment to make it more enjoyable and engaging for students. Initial study indicated 
that leader board is one of the most popular gamification elements. However, the design of 
the leader board must be carefully balance since the lower position in the scoreboard can 
possibly affect engagement in a negative way. Some researches highlighted that some of 
the students enjoyed the competition and some of them did not. Hence, the aim of this 
study was to develop a gamification leader board model based on player type (GLeb) to 
engage students learning. This study involved both quantitative and qualitative methods. 
The quasi experiment three separate-sample pretest-posttest design was adopted to test the 
usability of GLeb prototype. The instruments used in this study were pre and post test, 
classroom observation rubric and perception of gamification leader board model based on 
player type.  A total of 55 students from three Community Colleges in Melaka had 
involved in this study. The data were analyzed using descriptive, parametric and Partial 
Least Squares Structured Equation Model (PLS-SEM). The results show that the GLeb 
model contributes towards positive effect mediated by learning interaction in increasing 
learning engagement. The deployment of game mechanics produced greater learning 
engagement in quality of task, task completion time and task download time. The findings 
of this study are aligned with the Theory of Gamified Learning. Among key 
recommendations for future study are to refine the proposed model for affective 
engagement component and to further explore other potential elements of gamification to 
retain students’ engagement. In conclusion, the formation of the GLeb could provide 
guidelines and conceptual model for Massive Open Online Courses (MOOC) Developers 


















Gamifikasi semakin mendapat tempat sebagai satu inovasi pendidikan untuk mendekati 
para pelajar dalam proses pembelajaran. Pendidikan boleh mendapat manfaat daripada 
Gamifikasi dengan menambahbaik proses pembelajaran lebih menyeronokkan dan 
menarik untuk pelajar. Kajian awalan mendapati bahawa papan skor merupakan salah 
satu daripada elemen gamifikasi yang paling popular. Walau bagaimanapun, reka bentuk 
papan skor mestilah diseimbangkan dengan baik kerana kedudukan yang lebih rendah 
dalam papan skor menjejaskan motivasi dengan cara yang negatif. Sesetengah 
penyelidikan menekankan bahawa sesetengah pelajar menikmati persaingan dan 
sebahagian daripadanya tidak. Oleh itu, matlamat kajian ini adalah untuk membangunkan 
model papan skor berdasarkan profil pelajar (GLeb) untuk melibatkan pelajar di dalam 
pembelajaran. Kajian ini melibatkan kaedah kuantitatif dan kualitatif. Kajian ini 
menggunakan pendekatan metodologi rekabentuk sampel ujian pra dan pasca secara 
berasingan untuk menguji kegunaan prototaip GLeb. Instrumen-instrumen yang digunakan 
dalam kajian ini ialah ujian pra dan pasca, rubrik pemerhatian kelas dan persepsi 
terhadap model papan skor berdasarkan profil pelajar. Seramai 55 orang pelajar 
daripada tiga buah Kolej Komuniti di Melaka terlibat dalam kajian ini. Data dianalisis 
dengan menggunakan analisa deskriptif, parametrik dan permodelan persamaan struktur 
dengan kuasa dua terkecil separa (PLS-SEM). Hasil kajian menunjukkan bahawa GLeb 
telah menyumbang kepada kesan yang positif melalui interaksi pembelajaran dalam 
meningkatkan tahap penglibatan pelajar di dalam proses pembelajaran. Pelaksanaan 
mekanik permainan menghasilkan penglibatan pembelajaran yang lebih besar dalam 
kualiti tugasan, masa penyelesaian tugasan dan masa muat turun tugasan. Penemuan 
kajian ini adalah selaras dengan Teori Pembelajaran Gamifikasi. Antara cadangan utama 
untuk kajian masa depan adalah untuk memperbaiki model yang dicadangkan bagi 
komponen penglibatan afektif dan untuk meneroka lagi unsur-unsur potensi yang lain 
untuk mengekalkan keterlibatan pelajar. Kesimpulannya, pembentukan GLeb dapat 
menyediakan garis panduan dan model konseptual untuk Massive Open Online Courses 
(MOOC) atau Sistem Pengurusan Pembelajaran Lain (LMS) untuk melaksanakan reka 
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1.1   Background 
Gamification as defined by Deterding et al. (2011) is the use of game design 
elements in non-game contexts. In recent five years, there has been an increasing interest in 
study works on the application of gamification to education which aims to shed light on the 
tendencies and emerging practices in this area. Malamed (2012) stated that gamification 
refers to the use of game-based elements such as mechanics, aesthetics, and game thinking 
in non-game contexts aimed at engaging people, motivating action, enhancing learning, 
and solving problems. Gamification has been used in a wide variety of industry 
classifications such as art, call centre, commerce, education, entertainment, environment, 
design, government, health, life, marketing, market research, mobile, social good, web 
sites and work. There has been a growing interest in applying gamification to education 
(Biggs, 2011).  
As technology raises, faster wireless and mobile networks and more authoritative 
handheld devices are offered at lower cost. These technological improvements are 
generating the ideal environments for e-learning. As highlighted by Crescente and Lee 
(2011) there are several definitions of the term e-learning. A frequently accepted one can 
be found in which defined e-learning as any type of learning that happens when the student 
is not at a static, predetermined place, or learning that happens when the student takes 
advantage of the learning opportunities offered by internet technologies. This definition 
